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FAKE NEWS AND OUR COMMUNITY
 The battle with social media
 18-29 Age group 50% get news online (Pew Center 
2016)
 Perceptions of news and reality
 2 in 10 Americans (22%) trust the information they 
get from local news organizations a lot, whether 
online or offline, and 18% say the same of national 
organizations, slightly higher than the 14% who say 
this of the information they get from their friends 
and family.
Mitchell, Amy, et al. “The Modern News Consumer.” Pew Research 
Center, 7 July 2016, www.journalism.org/2016/07/07/pathways-to-
news/.
FUN WAYS TO UNDERSTAND FAKE 
NEWS
 http://factitiousgame.com/
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